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Music & Sound 
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Music and Sound introduce you to 
the exciting world of music com¬ 
position and sound editing. With 
these bonus DeskMate applica¬ 
tions, you can take full advantage 
of the special sound reproduction 
capabilities of your computer (or a 
computer that has sound genera¬ 
tion capabilities). Music and 
Sound can be enjoyed separately or 
together. 

With Music, you can play the 
sample music already stored for 
you, enter and play your favorites, 
or compose and play music of your 
own creation. 

With Sound, you can record 
sounds using a microphone, and 
the computer stores these sounds. 
Then, you can edit this stored in¬ 
formation to create traditional oi 
imaginative instruments for use 
with Music. Or, you can edit and 
use the sound files already stored 
for you. 

Whatever use you find most ap¬ 
pealing, youTl benefit from the 
Music and Sound experience and 
the new world they furnish for your 
exploration. 


Optional Equipment 

To print sheet music using the 
Music application, you’ll need a 
dot matrix or laser printer. Refer to 
your printer manual and the “Ac¬ 
cessories” article in your Desk- 
Mate Getting Started magazine for 
information on how to set up a 
printer. 

To record sounds using the Sound 
application, you’ll need a 
microphone. Refer to your 
computer’s installation and opera¬ 
tion manual for information on 
how to connect a microphone. 
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Music 


Now you have the opportunity to become an accomplished 
musician without years of toil and practice . Because 
DeskMate’s Music application is so fun, no nagging is 
necessary to encourage you to practice . 



With all of the necessary music 
notations used by professional 
musicians, the Music application 
has the sophistication you need to 
copy and compose traditional 
music manuscripts. You can even 
print your manuscripts using a 
compatible printer. Music fur¬ 
nishes you the freedom to experi¬ 
ment with unique sounds and 
rhythm patterns. 



From classical to country and 
western, from rock and roll to jazz 
— with Music, you can compose 
and play your favorite tunes. This 
article shows you some of the crea¬ 
tive ways you can use Music. 

Remember to use the Save option 
on the File Menu often. This en¬ 
sures that additions and changes to 
your compositions will be stored in 
the computer’s memory for future 
reference. 


If you have questions about Music, 
press Fi to use DeskMate’s exten¬ 
sive online help. Or, you can run 
the Music tutorial. 

You can access Music from the 
desktop or from within another 
DeskMate application. Refer to the 
Techniques Box in this article for 
further information. 

Attention Diskette Users 
if you are using diskettes to run 
DeskMate t you might be asked to 
insert another diskette . Insert the 
new diskette and press enter. 

When you enter Music, a blank 
piece of music paper appears on 
the screen. The editing box appears 
in the center of the music paper. 
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Editing box — Indicates the current loca¬ 
tion on the grand staff. The box Is out¬ 
lined with dotted lines In the color of the 
current voice. 


Voice/Instrument box — Displays the 
three voices you can use with Music, the 
Instrument assigned to each voice, and 
the dynamic level (loudness or softness) 
of each voice. 


j 



100 — Shows the current tempo 
(how fast or slow the music goes). 


Music work area — Contains two con¬ 
nected staffs known as the grand staff , 
identified by a treble clef (top) and bass 
clef (bottom), 


Control area — Contains buttons that let 
you choose note (and rest) values and 
insert rests. 


Indicates the time signature. The top 
number shows the number of beats to a 
measure. The bottom number indicates 
that a quarter note gets one beat. 

The key signature is also indicated. If you 
have recurring accidentals (flats ( ) or 

sharps ( 0 )) In your composition, you 
can enter them into the key signature. 
With a key signature, the accidental Is 
automatically assigned to the specified 
notes, throughout the composition. 



Volume Indicator — Indicates the overall 
playing volume. 


Play — Lets you play your music. 


It 1$ easy to use accidentals In your 
compositions . Simply choose 
which type of accidental you want to 
use , sharp or flat ; and press shift 
and the letter for the note to which 
you want to assign the accidental . 
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When you select the PLAY button, 
Music plays the composition start¬ 
ing at the editing box location. 


Isn’t it impressive that such com¬ 
plex music can be played using 
DeskMate’s Music application? 
You’ll be composing and playing 
your own music in no time. 


Playing a Bach Tune 

Let’s play some music that has al¬ 
ready been composed for you. 
First, you need to select a tune to 
play. 

1. Select open from the File 
Menu. 

A dialog box appears, listing 
all the files you can open. 

2. Highlight bach . sng and press 
ENTER. 

The notes and musical nota¬ 
tions for your Bach piece ap¬ 
pear on the screen. 

3. Select the play button, or 
press alt-p, to play the Bach 
tune. 


Composing Music 

You’re almost ready to try your 
hand at music composition. 
First, tTy entering an excerpt 
from a piece that someone 
else composed. The old 
standard “Twinkle, 
Twinkle Little Star” is 
a simple one to start with. 
Select New from the File Menu. 


An empty music file appears. 
2. Select composer from the Op¬ 
tions Menu. 


A dialog box appears. 

3. Someone else composed this 
piece, but you’re “arranging” 
it, so, at the Composers 
prompt, type Arr: and your 
name. 


4. Press ENTER. 



5. Select Title from the Options 
Menu. 

A dialog box appears. 

6. At the Title: prompt, type 
Twinkle Star. 

7. Press ENTER. 

Now, let’s enter some notes for 
“Twinkle Star” using the key¬ 
board. (4 is for quarter notes; 5 is 
for half notes.) See the Music 
Terms box in this article for more 
information about notes and note 
values. 

1. Type: 

4ccggaa5g4ffeeddSc 

You can change the range (octave) 
in which notes are entered by press- 
ing alt f or alt i. A blinking note 
appears to indicate the octave in 
which notes are entered. If you 
never change the octave, all the 
notes appear in the middle range of 
the grand staff. 

The notes sound as you enter 
them. 

To turn off the sound while you are 
entering notes, press ctrl-s, or 
select Sound during entry from 
the Options Menu. 


Selecting the Sound during entry 
option white it is checked will 
remove the check mark and turn off 
the option . 
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2. Press HOME. 

The editing box moves to the 
beginning of the composition. 

3. Press alt-p. 

To stop play at any time, press any 
key except fii or F12. 

Now let's enter the rest of the com¬ 
position. 

1. Press end. 

The editing box moves to the 
end of the composition. 

2. Type: 

4ggffee5d4ggf f ee5d 
4ccggaa5g4ffeedd5c 

See how much fun Music can be? 
You can make the music more 
complex by adding voices, repeats, 
instruments, and using other crea¬ 
tive Music methods. DeskMate’s 
on-line help (fi) provides detailed 
information about all of these 
tasks. 


Saving Your First 
Composition 

After you have entered a song, and 
perhaps invested valuable time 
doing it, you’ll want to save your 
new composition on disk. 

1 . Select save as from the File 
Menu. 

A dialog box appears. 


2 . Type a filename. For this ex¬ 
ample, type star. 

3. Press ENTER. 

Your star.sng file (composition) is 
stored for future use and the file 
remains on the screen so that you 
can continue to work with it. 


Inserting Bar Lines and 
Score Markers 

You can make your compositions 
more professional by inserting bar 
lines and score markers into your 
compositions. Adding bar lines 
and score markers also makes it 
easy for you to search your com¬ 
positions for a particular location 
when you are editing your music. 

1. Press home. 

The editing box moves to the 
beginning of the composition. 

2. Press -* four times. 

3 . Select Bar line from the In¬ 
sert Menu, or press CTRL-B. 

A bar line appears on the grand 
staff to indicate a measure. A 
number appears above the bar 
line to indicate the measure 
number. 

Let’s use a short cut to enter the bar 
lines for the rest of the composi¬ 
tion. 

1 . Select select ail from the 
Edit Menu. 

The entire composition is 
highlighted and the editing 
box moves to the end of the 
composition. 

2. Select Ad just bar lines from 
the Modify Menu. 

The bar lines are automatically 
inserted throughout the com¬ 
position. 


Now, let’s enter a couple of score 
markers in “Twinkle Star.” 

1 . Move the editing box to bar 
line 4 (indicating the start of 
measure 5). 

2. Select Score marker from the 
Insert Menu. 

A dialog box appears. 

3. At the Score marker : prompt, 
type a. 

4. Press ENTER. 

Score marker A appears above 
the grand staff. 

5. Insert another score marker 
(B) at bar line 8. 

You’re almost ready to add the 
finishing touches. Before you add 
those polishing elements to your 
composition, press home, and then 
press alt-p to play the whole com¬ 
position. 

Your composition is really begin¬ 
ning to sound familiar. Notice, 
however, that the sound of the 
piece hasn’t really changed since 
the first playing. 


Adding the Finishing 
Touches 

Let’s add some dynamics and 
change the instrument sound to 
make your composition sound 
more interesting. First, we need to 
locate score marker A so that you 
can change the instrument. 

1. Select Score marker from the 
Search Menu. 

2. At the Score marker: prompt, 
type a. 

3. Press ENTER. 

The editing box moves to 
score marker A. 



















Now let’s change the instrument 
sound in “Twinkle Star.” 

I. Select instrument from the 
Insert Menu. 

A dialog box appears, listing 
the available instruments. 


If you create additional Instrument 
files with the Sound application, 
you can have as many as 32 instru¬ 
ment files. 



2. Choose an instrument (other 
than the first instrument in the 
list) that you would like to use. 

3. Press ENTER. 

The number for the instrument 
you chose appears on the 
grand staff. The instrument 
name and number also appear 
in the voice/instrument box. 

Before you change the dynamic 

level in the composition, you need 

to locate bar line 8. 

1. Select Bar line from the 
Search Menu. 

2. At the Bar line : prompt, type 
8 . 

3. Press ENTER. 


The editing box moves to bai 
line 8 (score marker B). 

Now for the final touch, let’s 
change the dynamic level (the 
volume of the music). 

1. Select volume from the Insert 
Menu. 

A dialog box appears, listing 
the various dynamic levels you 
can use, from very soft (pp) to 
very loud (ff). 

2. Choose ff. 

3. Press ENTER. 

The new dynamic level ap¬ 
pears on the grand staff and in 
the voice/instrument box. 


To hear the finished composition, 
move the editing box to the begin¬ 
ning of the piece by pressing home, 
and then pressing alt-p. 

See how creative you can be with 
Music? Now that you have some of 
the basics down, you can experi¬ 
ment and create more complex 
compositions. Remember, you can 
use the on-line help to explore 
some of the other options and tech¬ 
niques available in Music. 

For longer compositions that might 
have a large section of notes 
repeated , you can add repeats and 
alternate endings. Be sure to use 
DeskMate’s on-line help if you need 
more information about how to in¬ 
sert repeats or alternate endings 
Into your music. 


Printing Your 
Composition 

If you want to see vour music on 
paper, you can use a dot matrix or 
laser printer to print “Twinkle 
Star.” 

Before you print, be sure that you 
have set up your printer properly 
and that paper Is loaded. (Refer to 
your printer manual.) Also, be sure 
you have used the Printer option to 
tell DeskMate the type of printer you 
are using. See the " Accessories " 
article for Instructions on using the 
Printer option. 

1. Select Print from the File 
Menu. 

A dialog box appears. 

2. At the print to: prompt, 
choose the Printer button. 

3. Press ENTER. 

To return to the desktop, simply 
select Exit from the File Menu, or 
press esc. You will be asked if you 
want to save changes (if you have 
made changes). 



Accelerator Key Functions 

ALT-t 

Move the octave indicator up one octave 

ALT-j 

Move the octave indicator down one octave 

ALT-P 

Play the composition currently on the screen 

CTRL-B 

Insert a bar line at the editing box location 

CTRL-0 

Display a single voice/Display all voices 

CTRL-INSERT 

Copy a highlighted section of music 

CTRL-S 

Activate or deactivate the Sound during entry option 

CTRL-U 

Toggle between using sharps and flats in a composition 

CTRL-X 

Play a piece of music continuously 

DELETE 

Clear a highlighted section of music 

INSERT 

Toggle between Insert and Overtype modes 

SHIFT-DELETE 

Cut a highlighted section of music 

SHIFT-INSERT 

Insert a copied or cut section of music 
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Techniques Box 


Opening a DeskMate Application 

• If the application (or associated file) appears on the 
desktop, press TAB to highlight the application, and then 
press ENTER. 

or 

• If the application is not on the desktop, press F2 to pull down 
the File Menu. Then, press | until you highlight Run and 
press ENTER. 

A dialog box appears, and you can type the application 
name at the Program: prompt, and if you wish, the name 
of the file you want to open at the Data file: prompt. 
Press ENTER to select OK and open the application or file. 

Selecting Menu Options 

1 . Press a function key (F2-F10). 

2. Press i to highlight the desired option. 

3. Press ENTER. 

Note: Sometimes you must highlight information on the screen 
before you can use a specific option (for example, Copy on the 
Edit Menu). 

Moving Around a Dialog Box 

• TAB moves the cursor to the next field, (shift-tab moves 
the cursor backward.) 

• Arrow keys move the cursor within a group of buttons or 
check boxes. 

• Space bar chooses an underlined button or check box. 
(Space bar also unchecks a check box.) 

• enter automatically selects ok. 

• ESC automatically selects cancel. 

Correcting Typing Errors 

BACKSPACE deletes the character to the left of the editing box. 
DELETE deletes the character in the editing box. 

Note: If the Insert option on the Edit Menu is unchecked. Music 
is in Overtype mode and you can type over the note in the 
editing box. If the Insert option is checked, Music Is in Insert 
mode. When you enter a note in Insert mode, the note appears 
to the left of the editing box as usual, but the note in the editing 
box remains. 

Entering Notes 

Keyboard Users: 

• Press the letter corresponding to the name of the note (a-g). 

• Press SHIFT and the name of the note to enter an acciden¬ 
tal. 

or 

• Press t or J to move the blinking note in the editing box to 
another position on the staff. Press the space bar to enter 
the note. 

• Press SHIFT and the space bar to enter an accidental. 
Mouse Users: 

1. Move the pointer to the editing box. The pointer changes 
to the current note value. 

2. Point to the desired position on the staff, and click the 
button. The program inserts the note at the specified place 
(using the current note value). 

3. Press SHIFT and click the mouse button to enter an 
accidental. 


Moving the Editing Box 

Keyboard Users: 

Key: 

Moves the editing box: 

«- 

One position to the left. 

— 

One position to the right. 

CTRL- «- 

To the first note or notation in the current 

CTRL- — 

bar. (If the editing box is already on the 
first note or notation, it moves to the begin¬ 
ning of the previous bar.) 

To the first note or notation in the next bar. 

PAGE UP 

To the previous full screen of music. 

PAGE DOWN 

To the next full screen of music. 

HOME 

To the beginning of the composition. 

END 

To the end of the composition (or the 

Mouse Users: 

end of the current voice if the voice does 
not continue to the end of the composition). 


• Click on any note on the staff to move the box to that specific 
note. 

• Click on one of the scrolling arrows on the menu bar to move 
the box in the appropriate direction. 


Highlighting Music 

To highlight single, consecutive notations: 

• Press SHIFT- 

• Press SHIFT- 

To highlight consecutive screens of music: 

• Press SHIFT-PG UP. 

■ Press SHIFT-PG DN. 

To highlight to the end of the composition: 

• Press SHIFT-END. 

To highlight to the beginning of the composition: 

• Press SHIFT-HOME. 

Displaying a Single Voice 

Select Display single voice from the Options Menu. 

Displaying All Voices 

Select Display all voices from the Options Menu. 

Selecting an Entire Voice 

Select Select all from the Edit Menu. 
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Music Terms 


The Staff 
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The Names of the Notes and Rests 

Name of Note: Musical Notation: 

Whole Note 
Half Note 
Quarter Note 
Eighth Note 
Sixteenth Note 
Thirty-second Note 




Rest: 


Key Signatures 
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The Relationships Between the Different Note Values 
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You can become a sound editor without investing 
thousands of dollars in a soundproof, acoustically perfect 
sound studio. 



Sound is a useful sound editing tool 
that lets you create more musical 
instrument files to enhance Music. 
Or, you might also want to record 
some sound effects to spice up 
your latest video tape recording. 

With Sound, you can record a 
sound using a microphone, and the 
recorded sound is stored and 
digitized (transformed into num¬ 
bers the computer can interpret). 
Then, you can edit the sound for 
use as a sound effect or a new 
instrument for Music. You can 
even cut a “piece” of sound out of 
one sound file and paste it into 
another. 

If you have questions about Sound, 
press Fi to use DeskMate’s exten¬ 
sive online help. Or, you can run 
the Sound tutorial. 

You can access Sound from the 
desktop or from within another 
DeskMate application. Refer to the 
Techniques Box in this article for 
further information. 


Attention Diskette Users 
If you are using diskettes to run 
DeskMate , you might be asked to 
Insert another diskettes Insert the 
new diskette and press enter. 

When you enter Sound, a blank 
sound editing box appears. If you 
have a microphone (optional), this 
is where you could begin recording 
a sound. For now though, let’s 
open an existing Sound file and 
take a closer look at the Sound 
screen. 
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Opening a Sound File 


The procedure for opening a Sound 
file is just like opening any other 
file in DeskMate. 


1. Select open from the File 
Menu. 

A dialog box appears, listing 
all the files you can open. 

2. Press | until you highlight 


Editing line — Shows you the current 
position on the sound graph and lets 
you choose a location to begin and end 
the editing process. 

Note: When you first open a file, the 
editing line is flush left with the begin¬ 
ning of the sound graph and cannot be 



PIANO,SND. 

3. Press ENTER. 

The sound graph and other infor¬ 
mation fills the screen. 


seen. 


Seconds line — Shows the beginning, 
ending, and total number of seconds in 
relation to the editing line location or a 
highlighted section of the sound graph. 
The seconds' total is the number of 
seconds the sound was recorded (the 
duration of the sound). 

Samples fine — Shows the beginning, 
ending, and total number of samples In 
relation to the editing line location or a 
highlighted section of the sound graph. 
The samples' total is the number of 
samples recorded in the number of 
seconds specified. 


Sound editing box — Shows the 
recorded sound graph. 
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C: \DESK89\PIAN0.SND 


9:54 an 


File FjlEditfgISound F 4 j|0pt ions FjHNotcfFgHUni is F 7 ||Ui eu F| 


Number! 2 
Range! A1 to A3 
Sampling rate! 11000 


Begin 


Total 


Name: Piano 
Pitch: C2 
Unit: .1 second 


00*1.100 000.100 001.374 seconds 
0001100 0001100 0015123 samples 


Name and Number — Lets you Identify 
your instrument sound file by a unique 
name and number. The Music applica¬ 
tion uses the number to Identify the in¬ 
strument on the grand staff. 


Pitch — Shows the pitch for the current 
instrument sound file’s note. 


Range — Shows the range of the current 
instrument sound file's note. 


Unit — Shows the currently selected unit 
measurement that determines the dis¬ 
tance the editing line moves when you 
press the and arrow keys. 


Sampling rate — Shows the current 
sampling rate number (the number of 
sound samples (units) recorded per 
second of sound). 
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Playing a Sound 

Before you begin editing a sound, 
play the piano.snd instrument 
sound file already displayed on the 
screen. To play the sound, select 
play entire from the Sound 
Menu, or press CTRL-E. 

Remember that your computer 
must have sound generation 
capabilities In order for you to hear 
a sound when It Is played. 

Now you know what a digitized 
sound “sounds” like. Notice that 
the editing line moves from left to 
right across the sound graph as the 
sound plays. 

Two Types of Sound Flies 
Sound has sound files and instrument 
sound files. A sound file Is simply a 
single sound graph. An Instrument 
sound file, on the other hand, can 
have as many as 16 different notes. 
Each note Is the equivalent of one 
sound graph. 


Experimenting with 
Sound Editing 

Let’s begin a sound editing ses¬ 
sion. You can use some of the ex¬ 
isting sound files to do some real 
sound editing. 

The following sound edits are 
designed to be exaggerated so that 
you can see and hear the obvious 
changes. When you start doing 
your own sound editing, you might 
want to use these and other options 
on a smaller scale so that you can 
refine the sound as much as pos¬ 
sible. 

Amplifying a Sound 

When you amplify a sound, it does 
not mean that you increase the 
volume of the sound. Amplifying a 
sound simply exaggerates the ver¬ 
tical lines in the sound graph. Let’s 
see (and hear) what happens when 
you amplify the piano.snd file. 


1. Select select all from the 
Edit Menu, or press ctrl-a, to 
highlight the entire sound 
graph. 

2. Select Amplify from the 
Sound Menu. 

A dialog box appears. 

3. Type 2 at the Amplification: 
prompt. 

To deampllfy the sound to Its 
original state, type 0.5 at the 
Amplification: prompt. 

4. Press ENTER. 

The vertical sound waves are 
lengthened in the editing box. 

5. Press ctrl-e to play the 
amplified sound. 

You might want to experiment 
with the Amplify option by reduc¬ 
ing this amplification. 

Next, let’s see how you can add 
silence in the middle of a sound. 

Replacing Sound with Silence 

You can be creative with your 
sound editing by entering a section 
of silence into a sound. Let’s ex¬ 
periment with the piano.snd file. 

1. Press -* to clear the highlight. 

2. Highlight a portion of the mid¬ 
dle of the sound graph. 

To highlight a portion of the middle 
of the sound graph, press «- a few 
times to move the editing line some- 
where In the middle of the sound 
graph. Then, press shift- -* two or 
three times to highlight a portion of 
the sound graph. 

3. Select silence from the 
Sound Menu. 

A dialog box appears to verify 
that you want to silence this 
section of sound. 

4. Press ENTER. 

The highlighted portion of the 
sound graph changes to a 
straight line. 



s. Press ctrl-e to play the edited 
sound graph. 

Now that you are beginning to see 
some of the things you can do with 
Sound, let’s experiment with 
reversing a sound. 

Reversing a Sound Graph 

Another creative way to edit a 
sound is to reverse all or part of the 
sound graph. Using the same 
piano.snd file, let’s reverse the file 
and see what happens. 

1. Press ctrl-a to highlight the 
entire sound graph. 

2. Select Backward from the 
Sound Menu. 

The picture of the sound graph 
reverses. 

3. Press ctrl-e to play the 
reversed sound graph. 

See how creative you can be with 
Sound? Now that you understand 
some of the basics of sound edit¬ 
ing, you might want to experiment 
with some of the other editing op¬ 
tions available. Remember to use 
DeskMate’s on-line help (fi) if 
you need some assistance with a 
particular option. 

If you have a microphone con¬ 
nected to your computer and you 
would like to try your hand at 
recording a sound, see “Recording 
a Sound.” If you don’t want to try 
recording right now, be sure to see 
“Preview of Other Sound Options” 
in this article. 


Recording a Sound 

Before you record, be sure you 
have the microphone plugged into 
the microphone jack on your com¬ 
puter. 

You can record using instruments, 
voice, or any other special sound 
effect. For now, let’s use your 
voice to make a recording. 
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Before you record, remove any 
sound graph currently on the 
screen. To do this, select New from 
the File Menu, and then choose no 
at the Save Changes? prompt. 

Be sure the Instrument file option 
on the File Menu is NOT checked . If 
the Instrument file option is check¬ 
ed , select the option from the File 
Menu to uncheck it 

1. Select Sampling rate from 
the Options Menu. 

A dialog box appears, listing 
the available sampling rates. 

2. Choose the desired rate. 

3. Press ENTER. 

4. Select Record from the Sound 
Menu. 

A dialog box appears. You are 
asked to enter the number of 
seconds you want to record the 
sound. Sound automatically 
informs you of the number of 
seconds you can record based 
on the current memory space 
available. 

5. Type the number of seconds 
you want to record the sound. 

6. Turn on your microphone. 

7. Press ENTER. 

A dialog box appears letting 
you know that you can press 
any key to stop recording. 

8. When the dialog box appears 
on the screen, say “sound 
editing is fun.” 

After you record the sound, the 
sound graph appears in the sound 
editing box. 

Now you might want to explore 
sound editing by experimenting 
with the Cut, Copy, and Paste op¬ 
tions on the Edit Menu. 





Preview of Other Sound 
Options 

By now you have the gist of Sound. 
Several of the remaining Sound 
options are simply additional 
sound editing options. For ex¬ 
ample, you can: 

• Add notes to and delete notes 
from an instrument sound file 

• Mix sound and/or instrument 
sound files 

• Merge sound and/or instrument 
sound files 

• Compress files for maximum 
use of available memory space 

• Calibrate a sound, before you 
record it, for minimal distortion 

DeskMate f s online help (f^ 
provides detailed information about 
all these tasks. 


To return to the desktop, 
simply select Exit from 
the File Menu, or press 
ESC. You might be 
asked if you want 
to save the changes 
to the current file. 
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Making Instrument Files 

You can make an instrument file by: 

• Recording a sound at 11,000 samples per second 

• Editing the sound 

• Assigning a pitch to the sound to make a note 

• Assigning a range to the note 

■ Adding up to 16 notes in one instrument file 

• Naming, numbering, and saving the file 



Accelerator Key Functions 

- 

Key sequence: 

Function: 

* 

CTRL-C 

Calibrate the sound graph 


CTRL-F1 

Move the editing line 1 second 


CTRL-F2 

Move the editing line .1 second 


CTRL-F3 

Move the editing line .01 second 


CTRL-F4 

Move the editing line .001 second 


CTRL-F5 

Move the editing line 1 sample 


CTRL-F6 

Display the sound graph with eight pixels between samples (x 6) 


CTRL-F7 

Display the sound graph with two pixels between samples (x 2) 


CTRL-Ffi 

Display one sound graph with one sample of sound on each screen pixel (x 1) 


CTRL-F9 

Display a sound graph with every fourth sample between pixels (x 1/4) 


CTRL-F10 

Display a sound graph with every sixteenth sample between pixels (x 1/16) 


CTRL-INSERT 

Copy a highlighted section of the sound graph and place It on the clipboard 


CTRL-O 

Show the other end of the sound graph 


CTRL-R 

Record 


CTRL-S 

Shrink the sound graph to its original size 


CTRL-T 

Test the instrument 


CTRL-V 

Change the volume 


SHIFT-DELETE 

Cut and move a highlighted section of the sound graph to the clipboard 
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Techniques Box 


Opening a DeskMate Application 

• If the application (or associated file) appears on the 
desktop, press TAB to highlight the application, and then 
press ENTER. 

• If the application is not on the desktop, press F2 to pull down 
the File Menu. Then press | until you highlight Run and 
press ENTER. 

A dialog box appears, and you can type the application 
name at the Program: prompt, and if you wish, the name 
of the file you want to open at the Data file: prompt. 
Press enter to select OK and open the application or file. 

Selecting Menu Options 

1. Press a function key (F2-F10). 

2. Press l to highlight the desired option. 

3. Press ENTER. 

Note: Sometimes you must highlight information on the screen 
before you can use a specific option (for example, Copy on the 
Edit Menu). 

Moving Around a Dialog Box 

• tab moves the cursor to the next field. (shift-tab moves 
the cursor backward.) 

• Arrow keys move the cursor within a group of buttons or 
check boxes. 

• Space bar chooses an underlined button or check box. 
(Space bar also unchecks a check box.) 

• enter automatically selects ok. 

• ESC automatically selects cancel. 

Viewing a Sound Graph 

Use the options on the View Menu to stretch and compress the 
view of a sound graph for more accurate and detailed sound 
editing. The largest view is x8; the smallest view is xl/16. 


• 

Highlighting a 

Sound Graph 

Keyboard Users: 

Other Highlighting Options Available on the Edit Menu: 

To highlight a section of the sound graph, position the editing 
line, and then: 

To extend the beginning of a highlighted section of the sound 
graph: 

• Press SHIFT- —> 

♦ Press SHIFT- — 

• Select Extend begin from the Edit Menu (or press CTRL- 
H) 

To highlight to the end of the sound graph: 

- Press SHIFT-END 

To highlight to the beginning of the sound graph: 

• Press SHIFT-HOME 

To reduce the beginning of a highlighted section of the sound 
graph: 

• Select Reduce begin from the Edit Menu (or press CTRL- 
J) 

T 0 extend the end of a highlighted section of the sound graph: 

Mouse Users: 

• Select Extend end from the Edit Menu (or press CTRL-L) 

To highlight a section of the sound graph: 

To reduce the end of a highlighted section of the sound graph: 

♦ Hold down the mouse button and move the editing line to 
the left or right. Then, release the mouse button. 

• Select Reduce end from the Edit Menu (or press CTRL-K) 

To highlight an entire sound graph: 

Mouse and Keyboard Combined: 

To highlight a section between the editing line and the position 
of the mouse pointer 

• Press SHIFT and click the mouse button 

• Select Select all from the Edit Menu (or press CTRL-A) 

To highlight a sustained section of a sound graph: 

• Select Select sustain from the Edit Menu 



Moving the Editing Line 
Keyboard Users: 

Key: 


ALT- — 

ALT- — 

CTRL- — 

CTRL- — 

HOME 
END 

Mouse Users: 

Click at any place in the sound graph to move the line to that 
specific location. 

Changing the Unit Measurement 

Use the options on the Units Menu to change the distance the 
editing line moves when you press the -* and — arrow keys 
for more accurate and detailed sound editing. The largest unit 
is 1 second; the smallest unit Is 1 sample. 

Playing a Sound File Using Options on the Sound Menu 

To play a highlighted section of a sound graph: 

• Select Play from the Sound Menu (or press CTRL-P) 

To play an entire sound graph: 

• Seiect Play entire from the Sound Menu (or press 
CTRL-E) 

To play the clipboard contents: 

• Select Play clipboard from the Sound Menu 


Moves the line: 

One unit to the left 

One unit to the right 

One sample to the left 

One sample to the right 

Five times the selected unit to the left 

Five times the selected unit to the right 

To the beginning of the sound graph 

To the end of the sound graph 
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Glossary 


accidental. Used to raise (sharp) or lower (flat) a note's pitch level one-half 
step. To raise a pitch that is flatted, a natural ( 5 ) is used. A natural is also 
used to lower a pitch that is sharped. 

amplify. When a sound graph is amplified, the vertical lines in the graph are 
lengthened. When a sound is amplified, the actual volume of the sound is not 
increased. 

attenuate. When a sound is amplified to a value less than zero, the sound is 
attenuated. An attenuated sound has shorter vertical sound waves. When a 
sound is attenuated, the actual volume of the sound is not decreased. 

calibrate. When a sound is calibrated, it can be recorded with minimal 
distortion. A calibrated sound reproduces a sound that is closer to the original 
sound's quality. 

dotted notes. These are notes (or rests) that carry a dot or double dot to increase 
the length of the note. If you dot a note, its length increases by 1/2 ( J. = J + 
^). If you double dot a note, its length increases by 3/4 ( J = J + ^ + 

dynamic level. The volume of a section of music indicated by dynamic 
markings: pp, p, mp, mf, f, and ff. 

grand staff. Two connected staffs identified by a treble clef (<fc ) and a bass 
clef(9=). 

instrument sound file. An instrument sound file is made up of up to 16 
different notes. Each note in an instrument sound file is a separate sound and 
has its own sound graph. 

key signature. If you have recurring accidentals (flats or sharps) in your 
composition, you can enter them together at the beginning of a composition 
(the key signature). With a key signature, the accidental is automatically 
assigned to the specified notes throughout the composition. The key signature 
can be changed in a composition. 

measure (bar). The notations that fall between two bar lines. The length of 
the measure (how many beats in a measure) is determined by the time 
signature. Sometimes a measure is called a bar. 

note. Each note in an instrument sound file has its own pitch and range. Having 
a variety of notes in an instrument sound file lets you expand the range of notes 
the file can play when it is used as an instrument in the Music application. 

octave. The range in which notes are entered on the grand staff. There are six 
octave ranges available in the Music and Sound applications. 

pitch. Each note that is recorded in the Sound application has a pitch assigned 
to it. There are 63 pitch possibilities between the ranges of A1 (lowest) and 
B6 (highest). Having multiple pitches with multiple ranges gives the Music 
application an assortment of pitches to choose from when a note is entered. 

pixel. A computer screen is made of many tiny picture elements (dots) called 
pixels. 
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range. The Sound application is capable of playing the full spectrum of notes 
in all ranges, using one pitch as a starting point. An instrument sound file 
sounds less distorted when there is a larger variety of pitches and ranges. 

slur. A— symbol used to connect two (or more) notes of different pitches so 
that they sound without a break between them. 


sound file. A sound file is made up of one sound graph. This sound is not 
required to have a note assignment. 

sustain. A portion of a sound that is repeated when a note is held is called the 
sustain loop, or sustain. 

tempo. The speed of a composition. The number in the tempo symbol (J = 
100, for example) indicates the number of beats per minute. The tempo 
marking appears at the beginning of a composition and can be changed at any 
time during the piece. 


tie. A — symbol used to connect two (or more) notes that are the same pitch 
to create one note that equals the combined value of all the tied notes. 


time signature. The top number in a time signature indicates the number of 
beats to a measure. The bottom number indicates what type of note (which 
note value) gets one beat. 

triplet. A three-note pattern, the duration of which is equal to the note value 

of two-thirds of the triplet { JJ} =JJ). 

'T' 

unit measurement. The distance the editing line moves in the Sound applica¬ 
tion. 
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TERMS AND CONDITIONS OF SALE AND LICENSE OF TANDY COMPUTER EQUIPMENT AND SOFTWARE PURCHASED 
FROM RADIO SHACK COMPANY-OWNED COMPUTER CENTERS, RETAIL STORES AND RADIO SHACK FRANCHISEES OR 

DEALERS AT THEIR AUTHORIZED LOCATIONS 


I. 


USA LIMITED WARRANTY 

CUSTOMER OBLIGATIONS 

A. CUSTOMER assumes full responsibility that this computer hardware purchased (the “Equipment”), and any copies of software included with the 
Equipment or licensed separately (the ' Software 1 ') meets the specifications, capacity, capabilities, versatility, and other requirements of CUSTOMER, 
8. CUSTOMER assumes full responsibility for the condition and effectiveness of the operating environment in which the Equipment and Software are to 
function, and for its installation. 


II. LIMITED WARRANTIES AND CONDITIONS OF SALE 

A. For a period of ninety (90) calendar days from the date of the Radio Shack sales document received upon purchase of the Equipment. RADIO SHACK 
warrants to the original CUSTOMER that the Equipment and the medium upon which the Software is stored is free from manufacturing defects. This 
warranty Is only applicable to purchases of Tandy Equipment by the original customer from Radio Shack company-owned computer centers, 
retail stores, and Radio Shack franchisees and dealers at their authorized locations. The warranty is void if the Equipment or Software has been 
subjected to improper or abnormal use. If a manufacturing defect is discovered during the stated warranty period, the defective Equipment must be 
returned to a Radio Shack Computer Center, a Radio Shack retail store, a participating Radio Shack franchisee or a participating Radio Shack dealer 
for repair, along with a copy of the sales document or lease agreement. The original CUSTOMER'S sole and exclusive remedy in the event of a defect 
is limited to the correction of the defect by repair, replacement, or refund of the purchase price, at RADIO SHACK’S election and sole expense. 
RADIO SHACK has no obligation to replace or repair expendable items. 

B. RADIO SHACK makes no warranty as to the design, capability, capacity, or suitability for use of the Software, except as provided in this paragraph. 
Software is licensed on an “AS IS“ basis, without warranty. The original CUSTOMER'S exclusive remedy, in the event of a Software manufacturing 
defect, is its repair or replacement within thirty (30) calendar days of the date of the Radio Shack sales document received upon license of the 
Software. The defective Software shall be returned to a Radio Shack Computer Center, a Radio Shack retail store, a participating Radio Shack 
franchisee or Radio Shack dealer along with the sales document. 

C. Except as provided herein no employee, agent, franchisee, dealer or other person is authorized to give any warranties of any nature on behalf of 
RADIO SHACK. 

D. EXCEPT AS PROVIDED HEREIN, RADIO SHACK MAKES NO EXPRESS WARRANTIES, AND ANY IMPLIED WARRANTY OF MERCHANTABILITY OR 
FITNESS FOR A PARTICULAR PURPOSE IS LIMITED IN ITS DURATION TO THE DURATION OF THE WRITTEN LIMITED WARRANTIES SET FORTH 
HEREIN. 

E. Some states do not allow limitations on how long an implied warranty lasts, so the above limitation(s) may not apply to CUSTOMER. 

III. LIMITATION OF LIABILITY 


A. EXCEPT AS PROVIDED HEREIN, RADIO SHACK SHALL HAVE NO LIABILITY OR RESPONSIBILITY TO CUSTOMER OR ANY OTHER PERSON OR 
ENTITY WITH RESPECT TO ANY LIABILITY, LOSS OR DAMAGE CAUSED OR ALLEGED TO BE CAUSED DIRECTLY OR INDIRECTLY BY 
“EQUIPMENT" OR “SOFTWARE" SOLD, LEASED, LICENSED OR FURNISHED BY RADIO SHACK, INCLUDING, BUT NOT LIMITED TO, ANY 
INTERRUPTION OF SERVICE, LOSS OF BUSINESS OR ANTICIPATORY PROFITS OR CONSEQUENTIAL DAMAGES RESULTING FROM THE USE OR 
OPERATION OF THE “EQUIPMENT” OR “SOFTWARE.” IN NO EVENT SHALL RADIO SHACK BE LIABLE FOR LOSS OF PROFITS, OR ANY 
INDIRECT, SPECIAL, OR CONSEQUENTIAL DAMAGES ARISING OUT OF ANY BREACH OF THIS WARRANTY OR IN ANY MANNER ARISING OUT OF 
OR CONNECTED WITH THE SALE, LEASE, LICENSE, USE OR ANTICIPATED USE OF THE “EQUIPMENT” OR “SOFTWARE.” 

NOTWITHSTANDING THE ABOVE LIMITATIONS AND WARRANTIES, RADIO SHACK’S LIABILITY HEREUNDER FOR DAMAGES INCURRED BY 
CUSTOMER OR OTHERS SHALL NOT EXCEED THE AMOUNT PAID BY CUSTOMER FOR THE PARTICULAR “EQUIPMENT" OR “SOFTWARE” 
INVOLVED. 

B. RADIO SHACK shall not be liable for any damages caused by delay in delivering or furnishing Equipment and/or Software. 

C. No action arising out of any claimed breach of this Warranty or transactions under this Warranty may be brought more than two (2) years after the 
cause of action has accrued or more than four (4) years after the date of the Radio Shack sales document for the Equipment or Software, whichever 
first occurs. 

D. Some states do not allow the limitation or exclusion of incidental or consequential damages, so the above limitation(s) or exclusion(s) may not apply 
to CUSTOMER. 

IV. SOFTWARE LICENSE 


RADIO SHACK grants to CUSTOMER a non-exclusive, paid-up license to use the TANDY Software on one computer, subject to the following provisions: 

A. Except as otherwise provided in this Software License, applicable copyright laws shall apply to the Software. 

B. Title to the medium on which the Software is recorded (cassette and/or diskette) or stored (ROM) is transferred to CUSTOMER, but not title to the 
Software 

C. CUSTOMER may use Software on a multiuser or network system only if either, the Software is expressly labeled to be for use on a multiuser or 
network system, or one copy of this software is purchased for each node or terminal on which Software is to be used simultaneously. 

D. CUSTOMER shall not use, make, manufacture, or reproduce copies of Software except for use on one computer and as is specifically provided in 
this Software License. Customer is expressly prohibited from disassembling the Software. 

E. CUSTOMER is permitted to make additional copies of the Software only for backup or archival purposes or if additional copies are required in the 

operation of one computer with the Software, but only to the extent the Software allows a backup copy to be made. However, for TRSDOS Software, 

CUSTOMER is permitted to make a limited number of additional copies for CUSTOMER’S own use. 

F. CUSTOMER may resell or distribute unmodified copies of the Software provided CUSTOMER has purchased one copy of the Software for each one 

sold or distributed. The provisions of this Software License shall also be applicable to third parties receiving copies of the Software from 
CUSTOMER. 

G. All copyright notices shall be retained on all copies of the Software. 

V. APPLICABILITY OF WARRANTY 

A. The terms and conditions of this Warranty are applicable as between RADIO SHACK and CUSTOMER to either a sale of the Equipment and/or 
Software License to CUSTOMER or to a transaction whereby Radio Shack sells or conveys such Equipment to a third party for lease to CUSTOMER. 

B. The limitations of liability and Warranty provisions herein shall inure to the benefit of RADIO SHACK, the author, owner and or licensor of the 
Software and any manufacturer of the Equipment sold by Radio Shack. 

VI. STATE LAW RIGHTS 

The warranties granted herein give the original CUSTOMER specific legal rights, and the original CUSTOMER may have other rights which vary from 

state to state. 

4/87 



















\ 
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CANADA 
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